The papers this year are organized into four presentation sessions, each focusing on a different aspect of technologies for teaching and learning.
The first session features papers that deal with the impacts of technology upon teaching and learning and features three papers. This set of papers includes studies that: investigate relationships between learner control and learning effectiveness across traditional and Technology-mediated Virtual Learning Environments, study how students build an understanding of course concepts as part of an online community of learning and identifies various types of behavior that are associated with specific needs of an online learning process, and explore how students and teachers shift roles during the completion of a technology oriented project and the impact of this role-shifting upon learning outcomes for the student as well as teacher.
The second session includes three papers that focus on the collaboration aspects of teaching and learning. These papers include studies that explore: the impact of social network structure of booking officers at the Honolulu Police Department and how the introduction of an online discussion tool affected knowledge about operation of a booking module, how strong and weak patterns of emergent leadership behaviors emerge and are distributed in online student teams as well as their relationships to various outcomes, and how activities mediated by shared representations in the completion of a collaborative task can constitute knowledge construction.
In the third sessions, four papers present methods for evaluating the impacts of technologies that focus on teaching and learning. This set of papers looks at the following evaluations: developing a reliable and valid instrument for conducting self and peer evaluations of the teamwork aspect of a project-based collaborative learning assignments, investigating the communications channels contained in course management platforms used to deliver distance learning courses in the context of Media Richness Theory, the impacts of intended vs. unintended computer use behaviors to learning outcomes in a traditional classroom, and the usability of e-learning applications and the ways that students learn in order to develop a method for evaluating such applications.
The final session include four papers that deal with technology platforms that provide teaching and learning environments.
These studies: investigate how to "scaffold" asynchronous discourse based on grounding in communications principles within a technology mediated learning environment, seek to enhance the cooperation of learners, teachers, and administrators through an analysis of pricing structures of e-learning objects, investigate the impact of keeping an on-going (web based) learning logs throughout a semester on overall student performance, and analyze the impact of a computer simulation on the users' perceived learning. 
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